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WARNING; READ BEFORE USING YOUR PLAYSTATION GAME CONSOLE 

A very srr-ai nmcentage of individuals may experience epileptic seizures when expo sec to ceia n light patterns or flashing lights 
Exposure to certain patterns or backgrounds on a television screen or while playing video games, including games played an the 
PlayStation game conso e. may Induce an epileptic seizure m these individuals. Certain conditions may Induce previous y undetected 
epilepbc symptoms even in persons who have no history of orior seizures or epilepsy. If you. or anyone n your family, nas an epileptic 
condition, consult your physician prior to o laying, f you exp eve nee any of the following symptoms while playing a video game 
dizziness altered vision, eye or mi sue twitches, loss ot awareness, disorientation, any Involuntary movement or convuls ois - 
IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user manual f or your projection TV, unless 
it is of the LCD type Otherwise, it may permanently damage your TV screer 

USE Of UNOFFICIAL PRODUCT: 

be use of unofficial products and peripherals may damage your PlayStation game consoie and Invalidate your console warranty, 


HANDLING YOUR PLAYSTATION DISC: 

4 This compact disc is mended for use only with the PlayStation game console. 

■ Do not bend it crush it or submerge if in liquids 

* Do not eave it m cured sunlight or near a rad ator cr other source of heat. 

■ Be sure to rake an occasional rest break during extended play. 

* Keen this compact disc clean. A ways hold the disc by the edges and keen it in its protective case when not in use. Clear ihe disc with 
a lint-tree soft dry cloth, w p ng in straight fries from center to outer edge. Never use solvents or abrasive c eanrs 
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TO CHECK OUT THE MAT HOFFMAN’S PRO BMX" DEMO, GO TO THE OPTIONS MENU. 

Activision advocates the use of protective gear, including helmets and pads, by amateur athletes 
when skating. Be safe. 


1 


















* Set up your PlayStation 1 game console according to the instruction manual. 

* Make sure the power is off before inserting or removing a compact disc. 

* Insert the Tony Hawk’s Pro Skater" 2 disc and close the disc cover. 

* Insert game controller(s) and MEMORY CARD and turn on the PlayStation game console. 

» Follow the on-screen instructions to start a game. 

GAME CONTROLS 

The default controller configuration is shown here. All references to button selection in this manual 
refer to the default controller configuration. 

Tony Hawk's Pro Skater" 2 supports the DUALSHDCK analog controller. When ANALOG mode switch is 
on, the left stick works the same as the directional buttons. 



SWITCH/REGULAR 


DIRECTIONAL BUTTONS 


LEAN FORWARD/ 
EXIT POOL & BALANCE 


TURN/BALANCE 
{WHILE GRINDING) 


CROUCH AND JUMP 


BRAKE/LEAN 
& BALANCE 


START/ 

PAUSE 


CAMERA 


SCREEN 


To select menu options, use the directional buttons [D-Pad) up/down. To navigate the menu options, 
highlight the desired option and press the (X) to accept. Screens without menus will list buttons to 
press at the bottom of the screen. 

GAMEPLAY CONTROLS 

BASIC CONTROLS 

• OLLIE: Hold down i'X) to crouch, release it to jump. The longer you crouch, the higher you will ollie. 

• NOLLIE: Tap the nollie button {L2) to move into nollie position, then hit X 1 to nollie. 

• WALLRIDE: Press X to jump, then hold down A when in the air near a wall, sign, building, etc. 

• MANUALS: Tap up-down or down-up (nose manual) when skating or landing. Up and down must 
then be used to balance. 

• BONELESS: Tap up-up then press X . 

• NO COMPLY: Tap up then press (X . 

• When falling from a Big Drop, press and hold X at impact to keep from bailing. 

• Hit the controller buttons repeatedly to get up faster. 



TRICK CONTROLS 

* When in the air, tap Q or □ plus a direction on the D-Pad to do tricks. 

[Example: □ + > does a HeelflipJ 

Note: Each skater has a different trick setup. You can configure your tricks any way you 
like using the Edit Tricks screen. 

GRIND CONTROLS 

To grind, hold A) when in the air near a rail, edge or lip, 

* 50-50: When parallel to rail hold A . 

* NOSEGRIND: Up + (§} . 

* 5-0: Down + A . 

* BOARDSLIOE/LIPSLIDE: Rotate board perpendicular to rail and hold (A). 

* NQSESLIDE/TAILSLIDE: Hold left or right + A 1 . Rotate the part of the board you want 
to slide on into the rail, 

* SMITH/FEEBLE: Diagonally down + @ . 

* CROOKED/OVERCROQK: Diagonally up + @ . 

* NOSEBIUNTSUDE; Tap Up-Up + @ . 

* BLUNTSLIDE: Tap down-down + A: . 

LIP TRICKS 

* To perform a tip trick, skate straight up a ramp or quarter pipe holding A and either 
up, down, left or right. 

Note: Lip tricks vary by skater. You can configure your lip tricks in the Edit Tricks Screen. 

GAME RESET 

To abort a game in progress, press the Start button to pause the game. Choose End Run and then 
choose Quit You will be given the option to save. Choose Yes if you wish to save your progress or 
No if you don't want it saved. From here you'll be returned to the Main Menu screen. 

SOFT RESET 

You can reset at any time during gameplay to the Main Menu screen by holding down Select, then 
pressing and holding Start for two seconds. 



MAIN MENU 

Choose from the following options to begin play. Using the reft/right on the 
directional buttons, choose the type of game you want to play. Press X 
to start that game. Two controllers must be plugged into the PlayStation to 
play in the two-player mode. 

SINGLE-PLAYER MOOES 

CAREER MODE 

You're a pro skater now, and pros compete for cash money. You’ve got to prove your worth at local 
spots and start building career earnings. Use this cash to buy new equipment, unlock levels, buy tricks, 
increase stats and get into the elite competitions, 

SINGLE SESSION 

Choose a single level and skate all out in a two-minute session in an effort to set high scores. Only one 
level is opened at first, The Hangar in Mullet Falls, Montana. Build your earnings in the Career Mode to 
unlock the other levels. 

FREE SKATE 

For some it’s practice. For others it's life. Choose a level and skate as long as you like. Hit the 
obstacles over and over and over again until your tricks are ready for competition. Unlock other levels 
in the Career Mode then Free Skate them to learn the terrain. 


To save a game, be sure there's one block of free space available on your memory card, since you c.int overwrite other games' 
saves. To check your free memory andfor delete existing games, use the PlayStation’s internal Memory Card Manager. Continue 
Career allows you tu update on the same block. One Career File can keep the progress at all the pros and four created skaters. 


TWO-PLAYER AND MULTI-PLAYER MODES 

GRAFFITI 

Set your own time limit then push the limits in a split-screen race to see who can nail the most tricks. 
Obstacles arc “Tagged' 1 with your color by tricking off them. Try to steal your friend's lags by pulling 
better tricks off the same object. He or she who tags the most objects wins, 

TRICK ATTACK 

A total free-for-all to see who can skate the best lines and rack up the most points. You can run into 
opponents and rub their little faces into the terrain, and this time you can Trick Attack longer with the 
game's new variable time limits. 






HORSE 

How do you spell defeat? "H.O.R.S.E” [or the word of your choice - Keep it respectable) in this one-on- 
one best trick contest. Neil a trick, then watch as your opponent tries to heat it. Your opponent must 
match cr heat your score. If net, he cr she gets a letter. First one to get all the letters tastes defeat 

TAG 

You don't want to be “It” in this game where yon tag ether players. When yoy are, you have to bust 
tricks to gradually cripple your opponent's stats until he or she is a sitting duck. When “It” you're on 
the timer, if the timer hits zero, you lose. 

SKATE TIP; 

Uneven fight? Use the Handicap Screen to balance your skills. Pump your stats up or down, 
depending on which way you need to go to keep it fair, 

SCORING TIPS 

Every time you repeat a trick during a run, that trick's point value will decrease. To get a top score 
you're going to have think about your “line 1 ' and mix up your tricks, 

• Try to trick into and out of every grind. 

• Use special tricks for huge scores, 

* Big spins (540, 720) will net bigger scores. Use R1/L1 (default configuration) to spin taster. 

* Every trick in a combo adds to your multiplier, 

* Use manuals to keep your combo going across flat ground sections. 

* Switch tricks are worth more and devalue separately from regular tricks. 

• Nollie tricks score more points. 

• Trick across gaps (the blue text) to maximize combos. 

SKATE TIP: 

The Special Meter: Score points to fill up your Special Meter, When it's glowing yellow, your 
adrenaline's pumping and you'll he able to perform your special tricks. 
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SPOT CHECK-THE GAME LEVELS 

THE HANGAR: MULLET FALLS, MONTANA 

Welcome to the land of big sky, sick air and bad hair. Perfect your basic skating skills and some new 
tricks in this abandoned Montana hangar filled with huge rails, large halfpipes, kickers, funhoxes and a 
rusted-out WWll plane and helicopter. 

SCHOOL 2; SOUTHERN CALIFORNIA 

Why do so many pros relocate to California? For the schools, of course, , or at least for their fine rails, 
stairs and lines. This level features the best the SoDal education system has to offer, all in one campus, 
if you've watched a skate video, you’ll recognize most of these prime learning facilities, 

CONTEST 1: MARSEILLE, FRANCE 

Invade France in this level featuring a triple-bowl area, a middle section of flowing banks and canals 
and a flatland section on the backside that can he used as an additional street course. Bring your best 
tricks, combos and air to this contest—and never surrender. 

THE BIG APPLE: NEW YORK CITY, NEW YORK 

The big city equals big terrain, air, gaps and trouble. The hottest street skating spots in NYC are here. 
There are long curbs, obnoxious taxi drivers and even a subway. Ride through Central Park, hang out at 
Brooklyn Banks and bring your own brand of mayhem to Manhattan. 

THE GRAFFITI PITS: VENICE BEACH, CALIFORNIA 

Resting in peace, The Pits was one of the most popular skate sites of its time. In this level, the original 
lines and graffiti have been recreated. Ledges, rails, quarterpipes and the occasional friendly bum 
make The Pits the place to perfect your more advanced tricks. (Say that fast.) 

CONTEST 2: SKATESTREET: VENTURA, CALIFORNIA 

Ask and ye shall receive—receive the original SkateStreet Park. Heavily requested by fans, SkateStreet 
features sweet masonite curves and varied surfaces. Carve up the rails, half-pipes and slopes as you try 
to build your career earnings. 

PHILLYSJDE: PHILADELPHIA, PENNSYLVANIA 

The City of Brotherly Love brings you, arguably, the two most famous East Coast skate spots, Love and 
F.D.R, Parks. Bring your best game to the streets of this huge level as you ollie benches and kick-flip 
huge stairs. But Phillyside isn't just street. A large vert waits to test your all-around skills. 
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CONTEST 3: THE BULLRING, MEXICO 

in a semi-abandoned hullring, in a secret spot in Mexico, itie world's best skaters perform moves illegal 
in most countries. Judges watch as you shred quarterpipes, rails, kickers and a beautiful half-pipe with 
a distinctive full-loop on its end. Did we mention the raging bull? 

SKATE TIP; 

Nobody said being a pro is easy. To clear a level 100%, you must get all goals and earn all the 
extra cash in that level. In competitions, you must get a gold medal and all the extra cash. 



THE PROS 

THPS2 reads like the Who's Who of professional skateboarding. For rider's skill ratings, check in the 
game or online at www.activision.com. 


TONY HAWK 

If you meet Hawk, look at his shins. You'll see how much flesh he's left behind becoming 
the most inffuential skateboarder In history. He lost some perfecting the first 900°, More 
went while creating 50+ signature moves and winning 12 world championships. The father 
of two hoys and modem skateboarding, Tony makes his home in his native SoCal, 



BOB BURNQUIST 

Out of Brazil and onto the winner's podium, Bob Burnquist is one of today's most exciting 
and original skaters. Blowing minds with his unique style and switch-stance tendencies, 
Burnquist won the first pro contest he entered. He then went on to be the first skater to 
pull off an Eggplant Revert, a move now simply known as the “Burntwist." 




STEVE CABALLERO 

How long has Steve Caballero been part of the skateboarding scene? Over three decades, 
Along the way he helped found the Bones Brigade, invented the Gahbalerial and owned his 
share of world records—including the highest halfpipe air and a 44-stair rail. Cab’s still 
riding hard, inspiring skateboarding's next generation. 



KAREEM CAMPBELL 

East Coast, West Coast or any coast, Kareem Campbell and his smooth metropolitan style 
are recognized on the real streets. Born in New York and raised in Los Angeles, Kareem 
defies any East vs. West barriers. When he's not skating you can find him chilling with his 
son, li'i Reem. Kareem's advice for skaters: "Do it for yourself and keep it honest," 
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RUNE GLIFBERG 

When Rune was 11 years old a friend brought a skateboard to his home in Copenhagen, 
Denmark. Later, a skateboard brought Rune to his new home in Huntington Beach, Calif¬ 
ornia (He didn't ride it. He became a pro on it,) Here you’ll find the all-terrain terrorist 
sessioiling pools and streets. But he saves Ins best for his true love: wide-open vert 
skateboarding. 



ERIC KOSTON 

Who do you want to be today? Think Koston, because he rides like anyhody and nobody 
else. He'll bust any pro s signature trick with uncanny similarity then transition into the 
eponymous K-Grind. Besides this move bearing his name, Eric's famous for clowning 
around while making challenging switch and nollie rides look like a joke. 



BUCKY LASER 

Hardened on the East-Coast and currently refining his skills in Carlsbad, California, 
Charles Michael Lasek, better known as Bucky, soars to sickening heights above half¬ 
pipes—and other skaters. He's equal parts power, originality and styfo. When Bucky’s 
not dropping jaws at the local Mission Valley Skate Park, you'll find him loving life 
with his wife and daughter. 



RODNEY MULLEN 

Get up, shower, brush and head out and invent new tricks. Just another day for Rodney 
Mullen, the godfather of street skating. A pro for over 20 years, Mullen owns 35 freestyle 
world championships and a dizzying list of signature tricks. Like the kickflip, underflip, 
impossible, casper and darkslide to name a few. 



CHAD MUSKA 

Out of his native Las Vegas and into skateboarding’s top magazines and videos- 
welcome Muska. After lighting it up on the Strip, Chad moved to California at 15 and 
quickly became one of the most respected skaters of all time. This self-styled professional 
always takes his brand of skate-anri-relate creativity to another level. This includes 
experimenting with jungle and hip-hop beats on his "Muskabeat" album. 



ANDREW REYNOLDS 

Andrew's only been a pro since 1996, but what he may lack in years, he makes up for in 
air and guts. If you're in los Angeles, California and you see somebody going huge over 
massive gaps, sessioning sick sets of stairs and doing it all with effortless style, odds are 
you're in the presence of Turtle Boy himself. Say "hi" as he flies by. 





GEOFF ROWLEY 

Called the one-man English invasion, Geoff Rowley went from the streets of Liverpool, 
England to the top of the skating world. In fact, Geoff's often called the skater's skater. 
He currently resides in Huntington Beach, California, where his diet consists of miles of 
handrails, huge staircases and lots of vegetables. Picture a 360-flip down 13 stairs— 
yep, that's Rowley, 



El 15$A STEAMER 

Making the cut skating against the hoys. Dominating every all-girl event she enters. 
Getting her name on a pro model street board. You guessed it—it’s Ft, Myers, Florida 
native Elissa Steamer, Elissa specializes in sessioning streets and stereotypes. Now 
living in Los Angeles, California, Elissa skates like you wish you could. 



JAMIE THOMAS 

Originally from Alabama, Jamie has conquered some of the biggest gaps and longest rails 
ever seen. His video parts in “Welcome to Hell 1 ' and “Misled Youth” prove it, Jamie is the 
only person to walk away from the Leap of Faith with both legs intact. 



CREATE SKATER 

It's time to create your own legend [or legends). Go to Create Skater menu and build a custom character 
from scratch. To build a lineup, go into the Roster Screen where you can create up to four custom 
skaters. All skaters in the roster are available in all game modes, and you can edit an existing skater in 
your slots or import a skater from a different save file into a slot in your game. 


PERSONAL MENU AND APPEARANCE 

This is your pro, and it's up to you to give him a name, hometown, stance (goofy or regular), specialty 
(vert, street or all-around) and weight. From here, set up your look-skin tone, head style, cap color (if 
you wear one), torso style, legos, tattoos, shirt color, pants colors, shin/socks and shoes—in the 
Appearance Menu. 


STATS 

Stats increase your skater’s performance. There are 10 stats for each 
skater, both pro and created. 

• AIR: Affects the boost you get when you air on a quarterpipe, 

• HANG TIME: Affects the length of time you stay in the air, 

• OLLIE: Affects your ground jump height. 



* SPEED: Affects your flat ground speed, 

* SPIN: Affects the speed at which your character rotates. Max it out if you 
want to spin 720’s or 900's. 

* LANDING: Affects how easy it is for you to nail big drops. 

* SWITCH: Determines how well you skate when you are skating switch. When 
maxed out to ID, the skater should he equally skilled regular and switch, 

* RAIL BALANCE: Affects your ability to balance on rails. 

* LIP BALANCE: Balance for lip tricks. The higher the stat, the longer you can 
tweak lip tricks and the more points you can score. 

* MANUAL BALANCE: The higher the value, the easier you will be able to 
balance manuals. 

SKATE TIP; 

In Career Mode additional stat points can be purchased until your character is up to all tens in 
every category and ready to rule the pro circuit In other words, money gets you skills, brother. 

NOTE: 

Activision Customer Support cannot troubleshoot user-made skaters (CREATE SKATER MODE) 
or user-made tricks [EDIT TRICKS MODE). 

EDIT TRICKS 

Open up the Trick Selection Screen and start shopping. Different tricks cost different amounts. Prices 
are hosed on difficulty, point value, length of trick, etc. You get the idea; The tougher the trick, the 
more you'll pay. Each skater starts with his or her basic trick set. 

Tricks are divided in groups: Flip Tricks, Grab Tricks, Lip Tricks and Specials. Once a category is selected, 
you'll see a list of button combos. Select the button combo you wish to configure and a list of available 
tricks will pop up. You can modify almost every aspect of your Trick Set until it suits your riding style. 

SHOP THE SKATE5HDP 

Once you start making cash in the Career Mode, new decks can be bought at any time, provided you 
have enough green. Use these new decks to increase your skater's stats. Pros can choose from eight of 
today's top decks, and created skaters have a pool of 20 generic hoards. 

SKATE TIP: 

Once you've unlocked pro deck graphics, they're available for your created skaters loo. Created 
skaters can use pro decks by pushing the up/down to view them from the Skateshop Screen, 







PARK EDITOR CONTROLS 


i 



CHANGE SET 




START/ 

PAUSE 

SCREEN 


CHANGE 

CAMERA 


CHANGE PIECE 

ERASE 

ROTATE THE PARK 
ROTATE PIECE 
PLACE PIECE 



3D REAL-TIME SKATEPARK EDITOR 

Become the sick skatepark architect you always knew you could be with our new 3D Real-Time 
Skatepark Editor. It's one of the most advanced level editors ever created, letting you use ramps, rails, 
pools, fun boxes, obstacles and quarter pipes to create dreamparks in real-time. Go big, rotating and 
stacking pieces any way your twisted mind desires. You'll never run out of levels to ride, 

NOTE: 

Activision Customer Support cannot troubleshoot user-made editor parks. 


BASIC CONTROLS 

To move selected pieces around your park, use the D-Fad, The O rotates the pieces and X; places 
them down. The :a will erase any pieces intersecting with the current piece. 


CHANGING PIECES 

LI and L2 allow you to scroll through the different categories of pieces to choose from. The current 
category is shown in the upper left-hand corner of the screen. Once you've selected a category, R1 
and R2 scroll you through the pieces available in that category. 

CATEGORIES AND PIECES 
What you want, we got, including: 

* GAP TOOL: (see next page), 

* RISERS: Raise the floor not the roof. 

* QUARTER PIPES: Two sets to choose from. 

* RAILS: Center and edge rails for extra grind. 

* WALLS: Ride them if you can, 

* STAIRS: Ankle busts mecca, many with rails, 

* POOLS: Construct your own or select pre-made versions, 

* KICKERS: Launch yourself off ramps galore 

* BENCHES; Go to school on benches and tables. 

* MISC.: High walls, roll-ins, signs, foliage, floors. 

OTHER CONTROLS 

* □' will rotate the entire park in 9D degree increments. Select will change the current camera 
view. Start will bring up the Park Editor Menu. 

* Select will change the current camera view. Hold select and use the D-Pad tc rotate the camera. 

* Start will bring up the Park Editor Menu. 

THE MENU 

NEW PARK 

Allows you to start over and change the size of your park. The default park size is 24 x 24, hut five 
different dimensions can be selected, 

SET THEME 

There are four themes to choose from, and the Theme can he changed at any time. It will not erase or 
affect the layout of the park. 


-- 
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PRE-MADE PARKS 

Allows you to loatl a pre-built park included with THPS2. You can learn a lot about park layout by 
looking at tlie included parks and can erase and rebuild parts of them, 

SAVE 

Save your park to a memory card. The name you save under will become the name of your park. 

LOAD 

Load a saved park from a memory card, 

TEST PLAY 

Places you in your created park with the last character you played as, 

PARK TIP: 

To select a different character or to play in a different mode, first save your park. Then quit to the 
main menu, select your preferred mode and character, and when you get to the Level Select, your 
park should be accessible {except in Career Mode), 

A FEW SPECIAL PARTS 

RISERS 

Place these building blocks down then place other pieces on top. Use risers to raise the floor or to cre¬ 
ate hard*to-reach portions of your skatepark, 

RESTARTS 

The green object marked l T r is the one player restart. This piece will mark the starting point for player 
one. Only one can be placed in a level. If you try to place a second PI restart, the first one will be 
moved to the new location. The player 2 restart works the same way; it marks where the second player 
will start in a multiplayer game. HORSE restarts mark the starting positions in a HORSE game. The 
player 1 restart also doubles as a HORSE restart. Only six HORSE restarts can he placed in a level, 

MIND THE GAP 

A gap is a difficult jump or maneuver, which deserves extra points, over a spot. Tricking across gaps is 
the key to getting big scores. A gap can encompass nearly anything—a jump from one ramp to another, 
transition across two quarterpipes far away, grinding a long, kinked rail, or even manualing across a 
particularly tough table. Only 10 gaps can be placed in a level. 



r$:'- § 

CREATING GAPS 

Gaps always link two objects together. In the editor, use the Gap Tool to select the first piece involved 
in the gap (it will flash blue). Then select the second piece to complete the gap. Both objects will be 
shaded blue to show that they're linked This will automatically bring up the gap menu, 

THE GAP MENU 

In the gap menu you can edit nearly any aspect of the gap you've created. You can name it and set its 
score. The gap's name is shown in the text at the bottom of the screen when a player completes the gap 
in the game. 

You can always get back to the gap menu by placing the gap tool over a piece shaded blue and 
pressing (X). 

You can erase a gap by placing the gap tool over a piece involved in the gap (and shaded blue) and 
pressing A). This will remove both sides of the gap, 

GAP TYPE 

There are multiple Gap types to choose from: 

• AIR GAP: Select an area that a skater must jump over. 

• RAIL GAP: Select a rail that a skater must grind over. 

* MANUAL GAP: Select an area that a skater must manual through. 

* WALLRIDE GAP: Select a special area that a skater must wallride over, 

ADJUST GAP 

Advanced users can fine tune gaps by rotating or scaling both sides of the “gap grid.' 1 The gap grid is 
shown in wireframe. To get a gap in the game, the player must jump through both gap grids. Set them 
up any way you like, 

OPTIONS MENU 

PLAYER 1&2 CONTROLS 

Use the I eft/rig lit and up/d own directional buttons to customize your 
controller setup, 

VIBRATION 

Toggles DUALS HOCK™ analog controller vibration on or off. 





AUTO KICK 

Selection On for automatic acceleration of your skater. Select Off for manual acceleration. 

If turner! off, use to kick, 

SOUND LEVEL 

Sound FX Volume: Use the left/right directional buttons to Adjust the sound effect volume 

MUSIC LEVEL 

Use the ieft/right directional buttons to adjust the music volume. Note: If music is set to Q, the game's 
soundtrack will be substituted with ambient sound effects. 

MOVIES 

Unlock videos as you go. Get three medals and you've got yourself a movie. Footage includes highlights 
from each pro and some special hail sessions, 

CHEATS 

???? What, you think we're going to give them away? You'll have to figure these out on your own, or 
truly cheat and get a magazine that lists them for you, 

HIGH SCORES 

If you don't understand high scores, you need a better skate helmet. 

GAP CHECKLIST 

A handy listing of all the Gap Bonuses in the game. Are you good enough to find them all? If so, a spe¬ 
cial bonus awaits. 

DISPLAY OPTIONS 

Trick Tips: Select On to view helpful pop-up hints during game play. Off turns them off. (Surprising, isn't it?) 

MAT HOFFMAN DEMO 

Check out the hottest BMX game out there, Mat Hoffman s Prn RMX 
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Larry Pauli ce Hi 

Eric "ZRATH" Billon 

Snndy Jewett 


Doug Mirabel la 

Jason Kaeney 

ADDITIONAL MUSIC BY; 

Adrian "AJ" Glovannone 

Mark L, Scott 

Brian Ought 

Kurt Gutierrez 

Aaron Skillinan 

Keith Arem 

pat ■PalofNBK" Bowman 

Chris Ward 

Matt Da near 

Jef "1 Hate Hockey 1 Sedivy 

Lagmi 

Keith Prokon 


Mntldle 

Aaron Julin 


NiVERSQFT THANKS: 

Annul CammaratB 

CUSTOMER SUPPORT 

Jamie Briant 

VOICE TALENT: 

CUSTOMER SUPPORT MANAGER: 

iVliiih Burton 

Cave WittanbOtB 

Bah McPherson 

Pulir Day 

Perry Zamhalas 


Whitt DtinGan 

Ellsu Steanitr 

CUSTOMER SUPPORT LEADS; 

Chad Findlay 

Chris Rausch 

Rub LI in 

Alan rimes 

Ralph D'Amato 

Cary Bolduc 

HIiimii tlaiiein 

fuel feweit 

Mike Hill 

llr la ii Jennings 

Silvia Purretta 


Kayla Mumall 


DA SPECIAL THANKS; 

ItiryfRa rit Skate Street 

SKATEBOARD TALENT- 

Eric Zala 

uh« 11 h iphi Board crew 

Tlm BruilS 

Tanya Langston 

Every ora tn.it a mailed us 

Rea or (led an location ait 

Willie »ounit 


Skate Street USA and 

indra Gunavran 


Venice Bead], Cal Hernia, 

Jason Wang 

ACTIVISION CREDITS 

PCB Studios, and Neversall. 

Sam Nonriani 

Nidi alas Favazia 

PUBLISHED UV: 


Ben Lance Degmzman Jr, 

Ai;livision, Ire, 

ACTIVISION QUALITY ASSURANCE 

Tim Vamlaw 

Glenn "Jester* Vrstante 

i m CUTIVE PRQDUCER- 

GA DIRECTOR: 

David Olsen 

Qyiva Stain 

lim Summers 

ACTIVISION STUDIOS 

LINE PRODUCER; 

OA MANAGER, CONSOLE TESTING; 

Exec VP Worldwide Sindias; 

Nipple Wlllich 

ASSOCIATE PRODUCER; 

foe FavSzza 

Michael Polo 




*1 


SENIOR VP STUDIOS: 

Localisation Supervisor: 

Steve Crane 

Nathalie Dove 


ACTIVISION MARKETING, 

VIDEO FOOTAGE 

PR AND CREATIVE SERVICES 

COURTESY OF: 

EXEC VP GLOBAL BRAND 

411 Video Magazine 

MANAGEMENT: 

Bill Weiss 

Kathy Vrabpck 

Dwindle Distribution 

DIRECTOR DF 

Geoff Rowley 

Jamie Thomas 

GLOBAL BRAND MANAGEMENT: 

Jared Prindle 

Win Kaisoy 

Jay Strickland 

GLOBAL BRAND MANAGER; 

Sole Technologies 

Skate One Coip 

David Pokress 

Socrates Leal 

ASSOCIATE BRAND MANAGER: 

Tony Hawk 

Ty Evans 

Serene Chan 

SENIOR PR MANAGER; 

SPECIAL THANKS TO 

Julia Roetlier 

VP OF CREATIVE SERVICES: 

Cayetana Ferrer 

Adam Goldberg 

Denise Walsh 

Brian Brigbl 

CREATIVE AGENCY: 

Brian Clarke 

Bryant Bustamante 

McElrey: FCB 

Chris Archer 

BUSINESS AFFAIRS: 

Ban Atkins 

Gene Bahng 

George Rose 

Jay Halderruan 

Michael Harm 

Jeff PoffenbarEef 

Rob Pfau 

Joe Shackelford 

Michael Larson 

Marc TurndarF 

ACTIVISION EUROPE 

Marilena Morini 

Mike Fletcher 

Murali Tsgulapaile 

Senior vp international; 

Talmadge Morning 

Todd Jefferson 

Scott Denikins 

Mas Crane 

Group Marketing Manager: 

Michele Merc hand 

European Product 

Management Team; 

Tim Woodley (UK) 

Guillaume La Iran (Franca) 

Christian Shell (Germany) 

Dave Bui leek 


THANKS TO OUR SPONSORS: 

411 Video Magazine 

Adi d 

Air walk 

Alphanumeric 

A-Team 

Axiom 

Blllabong 

Birdhouse 

Blue Torch 

Board -X 

Brooklyn House west 

Circa 

r:iii Stars 

Dark Star 

Diakka 

Em erica 

E& 

Etnies 

Flip 

Four Star 
Fury 

Ghetto Child 

Girl 

Hurley 

Independent Truck Co, 

hues 

Krux 

Matlx 

MCM 

Monster Brand 
Oakley 

Powell - Bones Brigade 

□ink situ lm 

Red Dragon 

Riels 

Royal 

Shorty's 

Skate Street 

Skatepark ul Tampa 

Speed 'Demon 

Tensor 

The Firm 

Toy Mao nine 

TSA 

venloeheach.com 

Vulcom 

Zero 


MUSIC CREDITS: 

iiliin! Brothers'^ 

..cl by PAPA ROACH 

written hy Jacoby Sliaddix, Jerry Horton, 
Tobin Esperance, Dave Buckner 
published by Dreamworks Songs (ASCAP) 
and Viva La Cucarachn (ASCAR) adminis¬ 
tered hy Cherry Lane Music Publishing 
itempany, Inc. 

ip:■ ?DDQ SKG Music L.L.C. Courtesy of 

DreamWorks Records, Uniter license ho in 

Universal Music Enterprises 

I mm the album Infest 

wwvj.ijaparoaoh.cOffi; 

wvjvj. rb eamwm ksrecerds c om 

"(Siiug The Noise" 
pnr!armed try ANTHRAX & CHUCK D 
written by Carlton Rideuhour. Hunk 
Shook Its,. 

Eric S.idler, Charlie- Benanie, Frank Bello, 

I hoi :>uitz, Joe Bel lard ini, Scott Rose of eld 
liuhllshed by Roach Music (6MI)/Sangs of 
Unjytrial, Inc. (BMI)/ HFP Music admlrtrs- 
Itrtd by zomba Enterprises, Inc. (ASCAP) 

. I'jni island Records, Inc. Courtesy of 
I ho Island Def Jam Music Group Under 
ll-eihH Irom Universal Music Enterprises 
.... alburn Attack of The Killer S's 

"Guerilla Radio" 

performed by RAGE AGAINST THE MACHINE 
written by zack De Rocha, Tim cominerford, 
fnin M ore No, Bred Wilk 
published by Spny/ATV Songs LLC/ 
iiin iti ii Li on Music (BMI) 

(p) 1999 Courtesy oi Epic Records By 
arrangamont with Sony Music Hew Media 
Licensing 

from the album The Battle ol Los Angeles 
www.RATM.com 

"Pin The Tail On The Donkey" 
performed by naughty by nature 
written by Vincent Brown, K. Gist, 

Anthony Crlss 

published by T-Boy Music L.L.C./ Haughty 
Music. CA$CAP) 

f|i) 1991 Courtesy of Tommy Boy Music 


irom the a Hum Naughty By Nature 
www.tommybcy.coin 

L, You" 

pertormed by bad religion 
written by Brett Go row it? 
published by Westheach Music (BMi] 

(p) 19S9 Epitaph 

Courtesy of Epitaph 

IrDiu the album Nd Control 

www.badreligion.corrt; www.epitaph.eerm 

"When Worlds Co Hide" 

pc i formed by POWERMAN 5000 

music by Powerman 5000, lyrics by Spider 

published by Dreamworks Songs (ASCAP)/ 

Soulsuck Music (ASCAP) administered by 

Clmrry Lane Music Publishing Company, Inc. 

(A SCAR) 

(P)l 933 SKG Music L.L.C. 
courtesy ol DreamWorks Records under 
lice it so from Universal Music Enterprises 
from lire album Tonight The Biers Revel!! 
www. powerman gqoo. com; 
www. di eamwarksrec Drds oo m 

"No Cigar" 

periormed by milienDDLin 
written hy Erik Dhissou. Mathias Farm, 
Frodnk Larson, Nikola Bartevlc 
published by Chrysalis Music (ASCAP) 
lp> 2000 Burning Heart Records 
Courtesy of Epilapb/ Burning Heart Records 
From tire album Pennybridge Pioneers 
vrww.m 11 lene ol i u. corn; www.s pita ph.com; 
vjWYi.burningbearl.ca m 

"B-Boy Document '99" 
performed by THE HIGH & MIGHTY FEATUR¬ 
ING MGS DEF & MAD SKILL? 
written hy E. M eltier, D. Lewis, D. Smith, M. 
Berger, B. Baker, L. On inn, J. Thomas 
published h-y EOhiC Verbal Tunes, 1372une$, 
Burfde Music, Inc. and Figs. D Music,. Inc, 
c/n The Bicycle Music Company (BMI)/ 
Forever People (ASCAPV Medina Sound 
Music (BMI) administered by EMI Musle 
Group, Alotagood Music (ASCAP) a dm in is¬ 
le red by Next Decade Entertainment, Inc.(p) 
1099 Rawkus. Entertainment 


Courlosy ol Rawkus Records 

from the album Heme Field Advantage 

www.rawkus.com 

"Cyclone" 

performed by DUB PISTOLS 
written by Jason O'Bryan, T.k, Lawrence, 
Barry Ashworth & Tommy McCook 
published by Bug Music Inc. a/lh/o Lowtech 
Music (ASCAP) and Bug Music Itd.(PRS)/ 
bmg Sengs, inc, o/iifc Deconstruction 
Songs, Ltd. (ASCAP)/ Copyright Control 
[pf 1 938 Denonstruclion LKL Courtesy of 
1500 Records, Under license from Universal 
Music Enterprises frem Ihe album Point 
Blank 

"May 16" 

performed by lagwagow 

written by Joseph Cape 

published by Slakin' Tire Neighbors I ASCAP) 

I.PJ 139 B Fat Wrack Chords 

courtesy cf Fat Wreck Chords 

from the album Let's Talk About Feslings 

www.lagwagcn.cam;www.ialwreck.ee m 

"Subculture" 

performed by STYLES OF BEYOND 
written by ft. Maginn. T. Bashir. M. 

Safiyulteh 

published hy Divine Lyric Creations (ASCAP) 

(Pi 3000 styles ol Beyond 

courtesy ol 9000 Series Team /Spytech 

Records 

www.spytechrecords .c Dim 

"Heavy Metal Winner" 

performed by: CONSUMED 

written by Gansu mad, arranged by Steve 

Ford 

copyright control, all rights reserved 
ill) 199B Fal Wreck Chords 
Courtesy ol fat wreck Chords 
from the album Breakfast At Papua's 
wvjYr.ratwreck.com 




"Evil Eye” 

performed hy FU MANCHU 
written by Scoll Hill, Brad Davis, 

Brant Bjork, Bab Saleh 

piMjNshed by Strolling Astronomei Music 

(A SCAR) 

<p) 1997 Mammolh Records 
Courtesy of Mammoth Records 
Irom lire album The Action is Gd 
WWW. Ill i lUi Iictlil Com; WWW. ina inni ntli.. com 

,L dut Willi The Old” 

pert armed hy ALLEY LIFE FEATURING BLACK 
PLANET 

written hy M. Mile hall, M. Bass, I. Bass 
published hy Eight Mile Style (BMH 
(p) 1999 Alley L he 
courtesy or web Entertainment 
from the album Alley Life 
wwwJarmchib'.com; 
www.baliuanapine at. com 

"Five Lessons Leankad n 
performed by SWINGIN' UTTERS 
written liy Koshi/ Aust Kd$HI 
published hy Mama chi Music/ Majoda 
Hul hi hL- Music {ASCAR) 
fp) 1998 Fat Wreck Chords 
Courtesy of Fat Wrack Chords 
Irom the a hi urn Five Lessors Learned 
wmfatwrecK.com 

"City Slar" 

performed hy BORN ALLAH 

written by Bora Allah 

published hy city star Entertainment/ 

copyright control (P) 2000 

courtesy ol Born Allah /iKareein Campbell 


CUSTOMER SUPPORT 

You must he at least 13 years old in order far us to assist you when contacting Customer Support, 
NOTE: 

Please do not contact Customer Support for hints/codes/cheats; only technical issues. 


INTERNET 



Our support section of the web has the most up-to-date information available. We update the support 
pages daily so please check here first for solutions, 

E-MAIL 

$ u p|i q rt@ac tivision.co m 

A response may take anywhere from 24-72 hours depending on the volume of messages we receive and 
the nature of your problem, 

NOTE: Internet/e-mail support is handled in English only. 

PHONE 

(310) 255-2050 

You can call our 24-hour voice-mail system for answers to our most frequently asked questions at the 
above number. Contact a Customer Support representative at the same number between the hours of 
9:00 a.m. and 5:00 p,m. (Pacific Time), Monday through Friday, except holidays. 


PLEASE DO NOT SEND ANY GAME RETURNS DIRECTLY TO ACTIVISION 

It is our policy that game returns must be dealt with by the retailer or online site where you purchased 
Hie product. 
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SOFTWARE tlCFHSF AGREEMENT 

IMPORTANT * READ CAREFULLY: USE OF 7 IIS PROGRAM S SUBJECT TO “HE SOFTWARE LICENSE ‘ERMS SFT FOR’H BELOW PROGRAM' 

I \ C LUO ES THE SDFTWA R F I MC LUO ED WITH “HIS ADR EEM “ N THE ASSOCi A’ r E D M ED JA. A '■ ¥ PHI WE D MAT E Rl AL S. AN D A N V DW L N E OR E.CC- 
TRONIC DOCUMENTATION, AND ANY AND A.L COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATER ALS BY OPENING "HIS 3 ACK 
AGE. AND/DR USING THE PROG RAVI. YOU ACCEPT THE TER SIS OF THIS LICENSE WITH ACTIVIS ON, NO (’ACtlVIS O'. : 

LIMITED USE LICENSE. Acliuision grants yen 1"c nor-axclus va. -on irarslarab h II h lari 'in i and Ic-anse lo i sa on a copy ofli'ls Prog ran sa'siy mil 
exclusively tor your Mrecra tse. Al rights not specifics ly grr.nttr under rh s Agreement are reserved by Activision. T nis P.mg a ti s licansflv, not so d. 
Your I cense confers no tills m ownership In this Pmgram and sha iid nn- ha construnri rs h sale nr any rights In this Program 
OWNERSHIP. All this ownership righls rd Inreltectue property rights In and 1c 1h s Program and any and all cedes fhereo 4 ( ncluding trjt not im ted tc 
any lit es, compute' rode thErss. objects, characters, character narcas, stories dialog, catch phrases, locations percepts, artwork, anl matte ”, sounds, 
musics • sc pi positions, audio-visual effects methods of operation, inn al rights and my related daciimentat on inco-pafared Into fis Prog n uj are 
owned by Actlvislo i or Its licensers. T u s Program is protectee by the copyright la ws d the Un ted Stales, irte 'national copyrpht treaties and conven¬ 
tions grrj other laws, “h s Program contains ceralnintense:: maler a s and Activision r Icensors ray protect 1 n r nghis in tho event or a ly violation of 
this Agreenanl 
YOU SHALL WOT: 

* Exploit this Program or ary cl ns parts gomn'a'aial v. re ndTp hut not limited to use it a cyber cafe. computer ga n ng canter or sny other local on 
based sits. Ad v si on may ofer a separate Sire License Agnaerrant to permit you to ma'&tds Program available for commercial use: sae the con lad 
Information tralow 

■ Sell rent, teane. Hcsrise, dielrlbJle or otherwise hauler 'his 3 rogram, or any copies o J this Program, wthoii the exp-ess prior wntte i consent of 
Apt vision. 

■ Revere engineer derive scarce cede, modify, dicomp le. d sassemhte or create rler votive works cl this Pre-gram In who n or In part. 

* Remove, disable or circumvent any p'oprietary njtl&as or labels conta ned on c r wlthi r ine Program 

■ Export or re-expcH nis Program many copy or adaptation In vie niinn o' any app icm it laws nr regi latlons 

PROGRAM UTILITIES: 

This Prog ran caniaiis cedain desigr. programming and processing .mill ns. tools, assets and o iar resources (’Program Utilities’) ter use with this 
P-ggram that allow you to create customized new game evels and othEr reletac seme materials, for personal use in connect on win nn Program (‘New 
Game Mate Hals ). The use cf the Program Utilities is subjoct to ns *ni owl ig ad ditto phi lice use restrictions 

* v ou agree that as a condition to you 4 using the Pmgrar Utilities you will rot iis :i cr allow third parties to r ss the Program Utilities and the New 
Game Materials created by yog tec a ly commercial pu-poses, Includ ng h il *:<l llmri-sd :o se Irn renting leash 0, leenahi?, dislrl anting, or chef wise 
transferring ire owiarship o' such Yew Ga neMatu rials, whether on a stand alone basis or packaged In combination win in Nnw Game U rar n s cre¬ 
eled by others, through any d-d all dlstr butlonc nan ne s Inducing, without llm.latter, ratal! sales and online electronic riistr button. You agree not to 
solicit, inllfate or encourage a n y pmposal nr offer from any oe-son or entity to create any Now Game Materials for commercial disldb .1 mi v ou agree 
to promptly Inform Activision in writ ng ol any nstancce ot you- reselpt ol any such proposal o offer, 

■ II you dec tie tc lake avai ucIe the use cl Hie New Game Materials created by you to other gamers, you agree to do so sc a y without i barge 
- Lew Game Mater a s shell net con;: in modltlcations to my COM, EXE o DL i In 3 n • to any other executable Prod.:: filar-. 

* Lew Game Malaria s may be creaied on ly f such New Game Materials can ns user: bxc usivRfy r conblnatlim with the relal veraic-r. :<f H e Program 
New Gams Mete dels nay no- he cieslgnso tc be jsed os a stand-alone product 

* ’ ew Game Maler a s must no; contain any llegal. obscene 01 dalarrafory mater :i s materia s f not Intdnp r gins of pr '.ary mid p bllcily rif |.h| d par¬ 
ties or (wlthcut appropriate Irrevocab s I causes g-ailed spet flcalty J or thal surpese) any trade ra-ks copyrighl-protectad works or other properties n J 

f third parties AH New Gr.mc Materials must certain prominent idenflt cane 1 a; leasr In e ny on! nr descript nn and will reasoni'bte dural on un He open¬ 
ing screen' (a) the name and E-mail address of lite New Game Materials reatori&l and (t>5 the words THIS MATER AL IS LDT MADE OR SUPPORTED 
BY ACTIVIS 10 L, 1 

LIMITED WARRANTY. Actv si on warrants to the prig nal consumer puraha&sr of this Prog- n Ha' the recording medium or which the Prog ran 5 
recorded wl I be tree from defects in material and workmansh p for 90 cays from the date o J purchase, if tee aco iJIng mad inn Is found "elect ye with 11 
90 days oi original purchase, Activision rginos ;c iplace. tree rr cha-pe. any product d scoversd to be dfileclive within suoh period .icon l;& receist of 
ire Product, postage ::aid, wlte proof of the date ct purchase, as ong as 'he Program is stl I being namifacturad by Acllvlslon In iin uvanr that ms 
Program s .no longer available. Act v s on retains the Hghl 0 substitute a slm lar program ol equal o- greater value, This m 1 ; nty is Imited lo the 
reccrdirg medium contain ng thr Pmg-am as originally provided byActivIslm and s not app IcablE to or nal wear and tear. T-is v/rranlif shall not be 
applicable and shall ba void f the defEct has ansen through abuse, mistreatment, or neglec*. Any mplled warfMtle* p'EScribEd by staiute arE express y 
II m led to the 90-day per ori tlescr her aaove 


I m I'l AS SET FORTH ABOVE. TH 5 WARRANTY IS N LIEU 0= ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS DR IMPLIED, 
INCLUDING ANY WARRANTY OF MERCHANTABILITY. FITNESS FOR A PART DLL AH PURPOSE OH NON- N=R IN GEMINI AND NO OTHER RE PRESEN- 
fATIONS OR CLAIMS OF ANY KINO SHALL EE BIND NG ON OP DBUGATE ACTIVIS ON. When returning Hie Program ter warranty replacement please 
tend II I- original product disks only In protective packaging and Include (1) a photocopy of yen date:- sales receipt;. (2) yo u name and return address 
pi 11 ii-n-ly primed; (3f n arief note c ascribing the defect, she problem(s) you are Ercounterec- one tea system cm which you are mini ng the 
Pi r; m |-i i you are returning tea Program alter the 90-day warranty perlctf, ait w trln me year after it-s date of purchase, pieaas Include check or 
ntiniy 1 nn:!' tor SI a J.S, currency car DC or-loppy disk rep acemarit Nate: Certified rar recommaddec. 

n the L'.S send to 
W. m i 11 1 Ly Raplncemsnte 
Activision, Inc. 

I D Box a 771 a 

Luf. Ar pries Col forma 90D67 


LIMITATION DN DAMAGES. IN NO EVENT WILL ACTIVIS 10 L BE LIAB _ E FOP SPECIAL INCIDENTAL OP CONSEQUENTIAL DAMAGES RESULTING FHOM 
POSSt SSION, LSEOR MALFUNCTION OF THE PROGRAM. INCLUDING DAMAGES TO PROPERTY LOSS OF GOODWILL, COMPUTER -ALL RE OR. MAL 
11 N( ON AND TO "HE EXTENT PERM 'TED B¥ LAW, DAMAGES FOR, PERSO NAL INJURIES EVEN F AC VISION HAS BEEN ADVISED OF ‘HE PC'S 
in |T y OF SUCH DAMAGES. ACT VISION'S LIABILITY SHALL NOT EXSFFP THE ACTUAL PRICE PAID FDR THE L CENSE TC USE THIS PROGRAM. 
IQME STA’ r S.'COUkTRIES CD NOT ALLOW L M TATIONS CM HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUS 0\ DR LIM.TA" ON 
1 N( I )l NTAL CP. CONSEOUEYTIAL DAMAGES. SO THE ABOVE UM TA T ONS AVp.'OH EXCLUSION OP LIMITATION OF « IABILITY MAY NOT APPLY 

I YOU IH & WARRANTY G VES YOU SPECIF C LEGAL HIGHTS AND YOJ MAY HAVE OTHER PIGI ITS WHICH VARY FROM JURISDICTION TO JJRlS- 
||C I ION. 

II HMtNATlON. Without prefudlce to any other r ghts cf Activision this- Agreement wl I ts'minate automatically II yci lai to comply w tr its terms aid 
mill 1 hi . In such avert, you must destroy al sanies 0 ' this Program arid al &f its comporeit saris 

11 r-i cgVERNMEHT peSTfUCIED RIGHTS. The Program and documanlatlm have been devalcpcd entirely at prvate expense mn rc provided ns 
1 ; 1 -n 1 : .1 Co ;isit 2 ' Software 1 or 'restricted comsitB' soflwsra.' Use. duplication c 4 disc os ire by ihe U S. Govern ir-enl or a J.S. Government sub- 
. mill ,411 iL- .blest to the restrictions sat fori- n si.bpar; grap 1 ir:M ;■( I'i of tee Rights in Technical Date and Comp iter Software clauses h CFARS 
"7-7013 or a& set fonh ir. subparagraph {c>(1) ana (2) cf tra Commardisil Computer Soltware Reatricted Rights clauses at FAR 52.227-'9 as aapli- 
1 ii "ha Contracter.'Manulectjrer Is Advlstor, Inc., 31 DO Ocsan Park 3m-evard. Santa Mon ca, Calltcrnla 9Q-40B. 

INJUNCI ION. Because Actlvlslor would 33 Irreparably damaged it he ta-ms of this Agreement ware not spec finally enforced, you agree that Ad vision 
-h,ni be a 1 hi lec, without bone, etear security or 0 root ol damages, to appropriate equitable remedies wfh resc-sctto breaches of in a Agraement, In 
tlrji ill to & 1 rn etna - remeries ls Activision may otra f wl&a have mrer acpliceble laws 

INDI MNtTY. You agree ic indemnify, defend arid "Did Acttv a- on. >ts parte a "£ alii Hates, contractors ofHc-s's dlractors. employees and agents Harmless 
1 1 dnir-iges, losses and ox causes arising directly or IrdPactly from your nets and am ssio-s to art in using the Product pursuant to the ler-is at 

hi. Agreement 

MISCELLANEOUS. This Agreement rap resents the compete agreement concerning th 3 1 cense between the parties and suuersedes all prior agreements 
. .11 jpresentaltons between t^am l ray be amended on y by a writing executed by both parties. 1 my pws-on ol this Agreemant s held to ho unen- 
m - i 1 : ii igr any reason, such p-ovis on sha I he reformed orVy to the extert necessary to rake t enlorbeable and 112 remain ng pruv s due of ins 
... steal -ot be affected. This Agreement sha 1 he go termed mder Ca Ifornle law as. such law Is applied to agreements belween Cal torn a resi¬ 
dent!- invirid Into and lo be serforned wit iin Cn Ifomla. except as govamed by federal lew me you consent to tre excLs ve jurisr- lotion ol tho state end 
lldarnl courls in Lcs Angeles, Ca imnria. 

1 ,>& iny quest ons concerning in is lesnse. you may contncl Act y sion al 31 Dfj Ocean 3 ark BcUeverd, Ganta Monica. Dal lorn a 90405. (310) 253- 
2000. Attn Buslrrass and Legal A'rairs, agel'SactlvlsIon.com. 



'MMETamg; 


HRWM’s 


TOnVJHRWK 5 V 

RROM5HRTER 


http: / / WWW. 





www. b-house. com 


DECKS 


BUCKY LA51 It 
PARADISE 5LAMMER5 1 


IONV HAWK 
■’BIFrfJMAW 1 ' 


TONY HAWK 
pterodactyl 


ANDREW REYNGiK 
‘'KCftlCKUnONIE'’ 


WHEEL 

"aiRDMAN" 
54mm NATURAL 


THE END VIDEO 

PARENTAL GUIWMCE 
SUGGESTED, SIAVKING: 
JONTHAWK, AMlRfW 
REYNOLDS, UUCKT LASEiK. 
HF-irH it Ifi CHAIN, iwur 
SAN7D4.. JEREMY KLDN 
i'JIVE iJEJUlA AHD UK IAN 
SLJtMIYEfi FUNNfIG TOY*: 
41 MINUTES 


WHEEL 

“PTERODACTYL' 7 
54MM NATURAL 


CHECK OUT THESE AND OTHER BIRDHOUSE PRODUCTS AT YOUR LOCAL SKATE SHOP 
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No secret 

codes required. 

t ' The Tony Hawk V.3 


*• vxv^c.: 


Kjm Ihtjj rrui^uiso) 
■ ,;K> Footwear coin 


SKATEBOARD FOOTWEAR DESIGNED BY TONY HAWK 


AVAILABLE AT ; PACSUN.COM ■ ZUMIEZCOM * ACTIVEMAILORDER.COM 
VISIT US AT HAWKSHOES.COM OR AT ADIOFOOTWEAR.COM 
























